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SP Grenadier Models UK Ltd. 


25mm Gaming Miniatures 


Dept. P, 29 Grange Road West, Birkenhead L41 4BY Trade Enquiries Welcome 





NEW — Bushido 

Detail combined with perfect 

proportion 

905 Mounted Samural 
with Annoured 
Retainer. 


The 


Orcus 
Number 138 in our 






BUSHIDO 








RANG e Fantasy Lords 
$01 esd range. 
ss Canon ON einer 
Rossanicis of this sinister 
ee demon from Celtic 
ang Stators Folklore, measuring 
Sirratand 60mm from his base 
Retainer to the skull on his 
MAIL ORDER wand and costing 


only £1.50, 
ORCUS is in the 
established 
GRENADIER 
tradition of 
combining quality 
with value. 


top of page. Pay by 

cheque or P.O, made 

out to Grenacber 

Models U.K. Lid 

Alermatively, pay 

by ACCESS (see below). Do not 
send cash or bank notes. 
ACCESS CARD HOLDERS use 
Your credit card as a converuent 
way of paying for mail order 
Grenadier Figures 

Order in the normal way by post, 
including your ACCESS number 
or 

ORDER BY PHONE 

USING ACCESS the quckest 
and most converuent method 

ol all 


Call 05] 647 4611, place 
your order and have all 
your questions 
answered 


POST AND PACKING 


\-4 blister packs add 
30p. | box set add 0p 
5+ blister packs; 

2+ boxed sets. 

any combination of 





SET 1: THE FELLOWSHIP 
Containing: FRODO 
SAM 


Official MIDDLE EARTH 
figures from GRENADIER 
A great book deserves great 
figures - we've made them. 


SET 2: SAURONS 
DARK ONES 
Contarung: SARUMAN 


blister packs and MERRY BALROG 
boxed sels or any The upto date American games mag that PIPPIN BLACK TROLL 
order including a a; ) BOROMIR WRAITH 
Gamalerds Lad keeps you informed of trans-atlantic ARAGORN MOUNTAIN 
siege developments. Current issue £1.95 post free. GANDALF VAMPIRE 
product - post free. SENDA iceman 
GIMLI COLLUM 
FANTASY LORDS RANGE pa. FORTY = 
' , WARG 


- £1.25 except where 117 Dragon Men - 129 Undead Orcs 

marked otherwise £1.50 130 Bolt Thrower with 

101 Adventurers 118 Scorpions Undead Crew of 2 

102 Females 115 Hill Giam 13] Dwarf Hydra - 

103 Frost Giant - £1.50 120 Wing Folk £1.50 

104 Clencs 12] Knights lad2 Flying Carpet and 

105 Were Creatures l22 Wizards Crew 

106 Skeleton Cavalry 123 Lizard Men - £1.50 139 Elite Skelton 

Infantry 

108 Goblins Adventurers 134 Umberbulk - £1.50 

109 Ores 128 Armoured 135 Armouwred 

110 Dwarves Dragommen - £1.50 Centaurs 

lll Monks 126 Skeleton Cavalry 135 Goalkin Warnors 

112 Elves barded horse 137 Storm Giant - £1.50 

113 Specialists 127 Famuliars and 138 Orcus - £1.50 

114 Undead Homoculi 139 Demons 

115 Bugbears 126 §. George and the 140 Searcher of Souls & 

116 Golems Dragon Wrthing Crusher - 
£1.50 


£1.50 each 


201 Federal Agents 211 Sand Dwellers 
202 Hoodlums 212 Deep Ones 
203 Adventurers 212 Daredevils 
204 Master Criminals 214 Law Enforcers 


107 Halflings l24 Greenwood 


205 Investigators 215 Newshounds 
206 Cops 216 Intrepid Sleuths 
207 Ghost and Hormble 217 Monsters of 


Comparmons Maclness 
| 208 Undead 218 Hound of Tindalos 
209 Ghouls with Ghoul and 
210 Mi-go and Zombie 
Serpentmen 219 Winged Horrors 





BOTH SETS ARE BOAED AT £4.50 each 


CALL OF CTHULHU RANGE 


220 Dark Young of 
shub-riggurath 
and Shogcqoth 

221 Cthorans 

22 Nyarlathotep 

eco Tsathogqua 

224 Old One and 
Dimensional 
Shambler 

225 Spawn of Cihulhu 

220 Hunting Horror of 
Nyarlathotep 

cel Great Race of Yith 















X\ WM y 
ICE and a pencil are all you need to begin this adventure — then WS ~_~  <— Yz 
you decide which route to take, which dangers to brave. —~ /j ZA YZ 
As you progress in your Quest, you are likely to encounter — 7 S gag Lo 
various traps, or face monsters. You will also get information, or = EZ th Zz 
find certain items which will be of help to you in your quest. You ——, ail , 
should record these in your guest sheet as well as keeping an SE 
account of how many rations you have left, and which ZZ 
Spells you have. As you use up rations, or Spells, G7 
remember to cross them off in your guest sheet. “YW 






It is important that you build up a map of the way. You may 
not succeed at your first attempt, but each new journey 
will give you more information — 
until you are at last successful in your quest. 
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If you try to read the magazine in numerical order, 
it will make no sense. You must choose, when you are 
given the choice, which section to turn to, and which 
traps, puzzles, or monsters to face. Good luck! = 
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TRE MINES OF MALAGUS 
by Viki Lilandsbrand 


ESDEVIUM GAMES 


LOW COST MAIL-ORDER SPECIALISTS — 


SOLO GAME BOOKS 

FIGHTING FANTASY GAME BOOKS 
by Steve Jackson and lan Livingstone 
li Specs Adee £1.76 
14 Freeway Fighter 

18 Tenple of Terror 

16 Farege of Kathoge 

1? Seas of Biood 

plus ol) eorbes pikes 1-17 al ovedable a 

C) 7S each 


Sorcery! by Steve Jackson 
The Shaenuiterw Malls 
Knare-Coypor of Trape 
The Saran Sabre a 
The Crown of Kings 


GOLDEN DRAGON 

: ee iol op Varnpene 
empe of Flame 

3 Lord of Shadow Reap 

4 Eve of the Dragon 


GAAILOUEST 

| Castiea of Darkness 
2 Den of Drag: 

3 Gateway of Doom 
4 Voyage iol Terrge 


Se VYFALL 

1 Monsters of (he Marah 
2 The Black Pyrared 

2. Maine of Tornania 


LOA EWOLF SERIES 
1 Faght fren the Dark 
2 Fue on the Water 

3 The Caverns of Kathe 
4 The Chaam of Doorn 
5 Shadow on ine Sand 


DEMONGP AWA 
1 Fire Woll 
2 The Crypis of Terror 


DS ONOVELS 
Dragons of Auturnn Twahght 
Dragana of Wunterg Negi 


gese sees 


es 
Ts | 


You may phone orders and pay by ACCESS OR VISA £1.60) except Tag, AM & Phi, IT, games—edd 100% 


SHOPS OPEN SIX DAYS A WEEK ine sot 
Come & see the BIGGEST & BEST 
Seen! of Games. Rules & Accessories 


in the South 


Move on to Role Playing Games 
Role Pleyeng Comes let pour range | 
Some can be played aolg, ee eee 
One of you will be Gameamastar and referee the Adventure, petting the 
events 


SCIENCE FICTION 
Star Frontiers (TEA) A £9.95 
Modules SFI. SF2, SFI, SF4, £4.95 on. 
Screen ad. 
SF Kneght Howks £9.96 
Moruls SFKH 1.7.3.4. £4.96 ae. 
Star Ace (Pace) £9.95 
Adventurers 1-4 Screen £4.46 ea. 
Parana A £18.06 
Screen £5.95. Adv Orange. Adv Yellow 
SF-STAAR TREK A (FPF ASA) £9.55 
Shep Combat £9.96, Update £6.56 
cone” Captains & Merchant Princes 
Rarrilana. The Kengpne £10.08 aa, 
Enterprise Pins £16.06 
Kiegon Deck Plans £15.96 
Romulan Recogrbon Manual £6.05 
Star Fist Hes Grete £6.06 


SCENARIOS: 
The Vaniahad Witness far the Defence 
Gena! of Destiny £6.95 oe. 
Demand of Honour, Mirgen of Profit 
The Onen Ruse £6.56 
Terrenangon 1456, The Quicesu 
£6.95 oa. 


on approval, sof you would fra ike more 
nformmenan about ¢ parpculer game. please 
phone wa or send « stamped acorersed 
enveope pfus | Jp in stamps 


s Game (TSA) 


Modules MH 1-6 £2.95 oa. ; 

Actessornes MEAC 1, és : fy £2.95 oa. 
Heroes (GW) £8 

Legacy of Eaghes £4. a5 


CHALLENGERS (RF ) £6.06 
(Hero) £13.05 

Champions 2 £7.96. 3 £7.98 

Enomes 1.2.3 £4.05 on. 

Adventures 1-4 £4.95 on. 

pee drag TE (Organs Ba 1) £4.85 
Villains & Vigilantes (FGU) £10.76. 
Rules £5.95 
Modules 1-5 £4.45 on 
Pe + tetera TO TEM Terror by Night 


JAMES BOND O07 A.P.G.(Vic) £14.05 
Alaris Eamac 2 pi £0.05 oa, 
GM Peck 1 £8.08, Pack 7 £10.55 
Thraing Locatons £8.60 
Matuies. Octopussy, Goldfinger | & i 
£7.60 oa. 
The Man Wilh the Golden Gun ET. 
"Dr Mo. You Orly Live Twice £7.80 on. 
"Live & Let Cee (Tournament Lv) EBL68 
oR Jones APG (TSAR) £9.95, J 1-4 


Jac 1 £4. 6 
cooleian dolaide of virtually 
in stomps & 189 coe. (overseas 4 


(8.00) 
i t—Add b0p £0 sed over—poal 
[Mommun 50} AG 


Mail—Add 40% (minimam {1). Air Moll sleswhere—add 79%. (minimum 


Payment in sterling please 


@ 
CYRIL HOWE'S LTD 
13-14 CHEAP ST: BATH 
el: Bath 60444 


‘See the best selection’ 


We ore TSR (D & D Publishers) moin dealers, thot means 
we olwoys have everything in stock . 


‘Talk to the Experts’ 


Find out all you need to know aboul adventuring in the 
new world of fantasyland . 


‘Discount on D & D sets’ 


Attention oll new gomers 
Any Dungeons & Dragons set for a special price of 
8.95° 
Normal rrp. £9.95 
* bring this od. for special price! 


WE WILL HELP YOU ON YOUR JOURNEY THRU’ 
~ JANTASYLANO~ 


Ou lve in 
pton area? 
Visit Our sister shop 
Dragon's Lair 
ham Rd 
HORROR APG 
CALL OF CTHULHU (CH) £9.95 
Cthhy Compenon £6.95. Screen £6.96 
Arkinarn Evil, Cacho Qunwch £7.96 oo. 
Shedows of Yoo Sothoth, Asylum, Fungi 
fram ¥ th, Curna of The Crh 
Tred of Taathogghus £10.56 on. 
Putt to Radeth, Whapers from the 
Abyas £8.95 
Monhegan laland £5.80 
Masks of Nyertetholep (5 Scer) £159.95 
Ghore est Authenique £7.86 
Chill £9.95 


Vilage of Tvedaght, Highland Terror anc 
other scenanos £4.46 Things £4.95 


vereree €7.46 
FANTASY — ROLE PLAYING 
DUNGEONS & GDAAGONS (THA) A 
* Basic Sat, Exper Ser Companion Sat 
Masters 
Set £0.06 ea, 
Pisyers Handbook, Monster Manuele | ih Il 
Fand Folio, Legends & ton £10.96 oa. 
* Unearthed Arcana £10.08 
QOungeon Masters Guede £11.98 
TSAR Pebt doh Movies (Levels) £4.95 
conan ®t APG (TSR) £5.55 
Timernaater (Pace) £9.95 
wee He m Screen fa_45 
io Challeng aoe 
Tred £3.30, London by 
Teoan Ji) £9.06 
Toon Sirkes i ni (Si) £S.80 
Top Secret (TS5) £9.50 
Rete Screen Modules 2-6, Agents 
Dorvers £3.06 
ane & Trois (FB) £8.96, Auvlebook 
Group Ogre, Soto Ogre £1.08 wa. 
Neted Doom, Deathtrap Equarkzer. Sea of 
Mystery. Savered Pane Garnesman of 
Kosar, Capi! d Y¥vore £1.06 ea. 


) £5.96 
i £6.96 


ESDEVIUM GAMES (Rf 
5 Victoria 
ALDERSHOT" Atal GU111 eT 
‘Tel: Aldershot 311443 
or (evenings) Farnham 722269 


—W0 POSTAGE OV MANY GAMES FOR REGULAR CUSTOMERS 


OTHE 
ARTIFACTS 


for 25mm gaming = modelling 


~ 
om al ah a a pp pe et Sead 


Miniature 
building 
aCCESSOrICS 


OT il 


re ad od 


Architect designed, cast in authentic stone based sedius 


Set Price 


Basic Starter 


Sete 


£7.95 Dungeon Walle, Floors, doors & ataira. 

(5.95 Cavern rock walle ledged & unledged,rock outcrop, 
£6.95 Giant suehrooma/tree trunke/rocky knolla. | 
£6.95 Columns/archways/staircase/jare/stonework blocks. 
£8.50 Large double gateway/high walla/staircase 

[9.75 Castellated walkways/valling (Expands set 5 }. 


Sete 7-10 Fic form: assemb!] 


required. 


7? £16.00 Magicians Tower balcony/conical roof (see above) 
8 £75.00 Fortified Manor House Detailed set (see above) 
9 £13.00 Warriors Watch Tower Turret/smal) buttress tower 
0 £29.95 Temple:Goddess statue/removable roof (see above) 
£5.75 Humped Back Bridge Lge.single casting (see above 
Prices include P&P UK, Europe add 202,0thers 402,01 off two 
sets plus.Catalogue £1.20 UK,£1.50 Eur,£1.80 Othera. 


Orders tot- Annandale, Duncton, Nr. 


Petworth, W.Sugeex, 


GU28 OLB Tel.O798 42166. VISA/ACCESS/Trade eng. welcome, 








N THIS ADVENTURE, only your own 
Dexterity, Strength, and Courage may see you 
through. Below, you will discover — with a little 
luck 
— how swift, strong and brave you are. 

You will need two dice — these are given free 
with this issue of Proteus — a pencil, and several 
sheets of paper. Use the pencil and paper to 
draw a map of your progress: you may not 
succeed at the first attempt, and the map will be 
useful in future attempts. 

You will need to record your scores for 
Dexterity, Strength and Courage: these are 
determined by the dice, as explained below. 

There is a Quest Sheet, printed overleaf, with 
headings for you to write these scores down. 
There are also headings for you to make notes of 
any Spells you have, secrets learnt, and items 
discovered. Keep a record of these as you 
progress in your quest. 


Dexterity, Strength and Courage 

Roll one dice. Add 8 to this number, and make a 
note of it on your Quest Sheet. This is your 
Dexterity score: a measure of your swordsman- 
ship and agility. 

Roll two dice. Add 15 to this number. This is 
your Strength score. Make a note of it on your 
Quest Sheet. This is a measure of your fitness, 
stamina, and prowess in battle. 

Roll one dice. Add 6. This is your Courage 
score. Make a record of it on your Quest Sheet. It 
is a measure, as the name suggests, of your 
bravery in the face of danger. 

These Initial scores may never be exceeded. 
They will change during the course of an 
adventure — sometimes you will lose points, 
sometimes gain them — but the Initial levels, 
determined by the dice rolls, are the maximum 
allowed for any particular adventure. 

You may prefer, before you begin your 
adventure, to use the Quest Sheet printed 
overleaf simply as a model for the things you 
will need to take note of, or keep a record of, 
during your Quest. If you do this, you will 
obviously need another piece of paper to copy 
down the headings on the Quest Sheet. 


Rules for fighting 

As you progress in your Quest, you will some- 
times have to fight creatures of some sort. Each 
creature will have its own Dexterity and 


Strength score, given in the text. Make a note of 
these when you meet the creature. 


To resolve a battle: 

1. Roll two dice, and add the creature’s 
Dexterity score. This is its Fighting Power. 

2. Roll two dice, and add your own current 
Dexterity score. This is your Fighting Power. 

3. If your Fighting Power is greater than the 
creature’s, you have scored a blow with your 
sword and wounded it. Subtract two Strength 
points from its Strength score at that moment. If 
the creature’s Fighting Power 1s greater than 
yours in this round, it has wounded you. 
Subtract two points from your current Strength 
score. 

If both scores are the same, you have parried 
each other’s blows, and neither of you loses any 
points. 

The next round in the battle is done in just 
the same way. You repeat 1, 2, and 3 above. 
When either your or the creature’s Strength 
score 1s reduced to zero, the battle is over. A zero 
Strength score means death. 


Losing and gaining points 
In some sections, you will be awarded extra 
points. (For example, you may read, “Gain 2 
Strength and 2 Courage points.”) You add these 
to your current Strength and Courage scores: 
but remember, these scores may never exceed 
their /nitial values. 

When you lose points (for example, “Lose 1 
Dexterity point and 3 Strength points.”), you 
simply deduct these from your current scores. 


Replenishing your Strength 

You take with you enough food and drink for 
five meals. Make a note of these rations on your 
Quest Sheet. You may stop for a meal at any 
time during your adventure, except during a 
battle. Eating a meal restores 5 Strength points. 

When you stop for a meal, add 5 points to your 
current Strength score and deduct one from the 
number of rations remaining to you. 

You will also learn, shortly, about the Spell of 
Healing. This Spell will restore your Strength 
score to its Initial value — it is a valuable Spell, 
and since it will work only once during your 
adventure, think carefully before you use it. 
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YOU are an adventurer, travelling the land 
with your sword and shield, in search of 
challenges. But you have had little success since 
your last quest. For twenty days and nights you 
have walked. Your gold pieces bought you 
shelter for the first fifteen nights, but now you 
are living off the land. Berries, roots, and nuts 
have been your only food, and you are becoming 
desperate. You have walked, by your reckoning, 
over two hundred miles, but there has been no 
sign of any kind of civilisation: the land is flat, 
empty, hard, and untilled. There are no villages, 
no single person has passed you on your travels. 
You stop by a wide stream — using a stick to 
test for depth, you find it is shallow, and wade 
across. On the other side, you are on a well- 
made road, and are about to continue on your 
way when you see that there is a rough path off 
to your left. 

The new path is straight, but appears to end at 
the top of a ridge about half a mile away. 
Curious, you take the path. It is poor, dusty, and 
rutted, and has obviously not been used for some 
time. 

You reach the brow of the ridge, and see that 
the path takes two ways. To the East, there is 
nothing but yet more barren land; however, to 
the West, you can just make out what appears to 
be a village, and you go that way. 

You are weary when you finally arrive at the 
village. A wooden sign as you approach tells you 
that the village is called K’alkith, and you press 
on, hoping that some kind person will offer you 
food and rest. 

You go into the first tavern you find: it seems 
strangely quiet for such a place, and you ask the 
landlord why the place is so gloomy. All the 
while, you can see that there is fine home-made 
bread, cheese, ale, and a variety of meats on 
display. Your stomach is aching, and you 
explain to the landlord that you are strong and 
healthy, and prepared to work for your living. 

The landlord eyes your sword. “That must be 
worth fifty pieces of gold,’ he says. You grasp 
the hilt, and tell him that it is not for sale. 
However, you add, it could be for hire. You tell 
him that you earn your living by your sword, 
that you are a warrior, and also know something 
of magic. The landlord looks at you askance. 
“Another?” he asks. “You are going to enter the 
Mines of Malagus?”’ 


You at once ask him for more information, 
but he becomes restless. You see sweat break out 
above his eyes. He gives you a drink, and some 
bread. “Take this food and drink, Stranger,” he 
says, “and leave. The Mines of Malagus are not 
for mortals. Six of our bravest have tried to 
recover the headstone, but none has returned.” 

You are intrigued. You ask again for more 
information, but the landlord becomes sullen. 
“Drink up,” he tells you, “and go on your way. 
Our village has six grieving families. We do not 
want you on our conscience as well.” You 
explain again that you earn your living by such 
quests, and the landlord finally relents. “Very 
well,” he says, “if you are determined. You must 
talk to the Wizard Nytrak. He is in his house at 
the end of this street, but may not welcome you 
into his home — he is wary of Strangers. 

‘Ask him about the headstone and the Mines 
of Malagus.” 

In the gathering dusk, you walk to the end of 
the street. On either side, the houses are 
shuttered and dark, but one has a lantern in the 
window. You push cautiously at the door and it 
opens. You walk into a small, square room. 
There is a man sitting on a plain wooden chair. 
His features are indiscernible, his skin sagging 
with age. 

“Welcome, Stranger,’ he says, his voice 
cragged and grating. “Will you eat?” 

You sit gratefully at the table and he brings 
out his fare. The old man moves badly, and you 
have to help him. But you eat well, while the old 
man says nothing, and finally you pluck up the 
courage to ask him about the Mines of Malagus, 
and the headstone that the landlord had told you 
of. 

“IT am Nytrak,” grates the old man. You 
cannot see his eyes, but you are sure he is 
watching you. “However, you know this al- 
ready. I am now in my six hundredth year, and 
soon I shall return to the place that is called Lil- 
lifreth. It is what you call burial.” He sighs. “IT 
have apprentice Wizards, of course, but none 
has yet truly mastered the arts of power, magic, 
and reason.” 

You ask about the headstone, and the myster- 
ious Mines, and Nytrak becomes cautious. He 
leans back in his chair and looks at you. “A 
thousand years ago,” he tells you, “there was a 
Grand Wizard called Kaokah. He ruled K’alkith 


well and wisely, and used his magic to deter the 
people of Dagraig from trying to conquer our 
village. But, the day that Kaokah was buried, his 
headstone was stolen. The Night Beasts took it: 
they are headless creatures, their features in 
their chests. The Night Beasts carried the 
headstone of Kaokah to the land of Dagraig, 
meaning to take it to Malagus. 

“But then the Night Beasts quarrelled over 
which of them should take the headstone to 
Malagus. They fought, and finally the marble 
headstone was broken into three parts. All three 
parts are now in the Mines of Malagus. But none 
can be recovered alone. You will know them by 
the faint blue light that they give off. However, 
if any one piece should reach daylight, it will 
crumble to dust, and will re-form in the place it 
was taken from in the Mines. This is true also of 
any two pieces.” 

He pauses: “All three must be recovered in 
the Mines, and put back together as the original 
headstone. Then, when it is brought out into the 
daylight, the headstone, whole again, will con- 
fer truly great powers upon its owner.” 

He looks at you: “The creatures of Dagraig 
have tried many times to bring back the 
complete headstone to Malagus. And our own 
strongest have tried — for it 1s a great prize. If we 
recover the headstone, our village will be 
magically protected from marauders. But if the 
Dagraigs find it, there will be a reign of terror 
such as never before.” 

He looks at you again. You guess that he is 
thinking that you do not seem strong enough, 
and you tell him that you have succeeded in 
perilous quests before, when others have failed. 
He asks what you would do, if you were to 
recover the headstone, and you tell him that you 
would bring it to him. 

He considers this for a long time, before he 
seems satisfied. He gives another deep sigh. “I 
fear for you, Stranger,” he says. “The Mines are 
treacherous, deep and fearful; there are crea- 
tures there such as you have never seen before. 
You will need all your wits and skill.” 

He shambles to the back of the room, and 
opens his larder. “Take as much food and drink 
as you wish,” he tells you; and you make up five 
nourishing packages. These will be your rations 
for the quest ahead. Nytrak turns back to you. “I 
cannot give you all the powers of a Grand 
Wizard,” he says, “but take these three spells. 
They may, if you use them wisely, aid you in 
your quest. But take notice: each spell works 
only once.” 

He tells you that you will have to learn the 
words for the first two spells, and brings over a 
piece of parchment. 


6 


“The first spell,” he explains, “is called the 
Light of Darkness. You have only to point your 
finger at an enemy, and he will be enveloped in 
darkness. Use it wisely.” He shows you the 
parchment: there are four strange words on it, in 
an unfamiliar language. However, you memor- 
ise them. 

“Second,” continues Nytrak, “is the Spell of 
Healing — when you are injured, this will cure 
your wounds.” Nytrak shows you a second set of 
strange words. You may use this spell at any 
time, except during a battle: it restores your 
Strength score to its Initial level — but again, it 
will work only once. Then he hands you a length 
of tough cord. “Should you meet the Crocotta,” 
he says, “this will tame it.” 

He looks at you with what appears to be 
sadness, or perhaps it is a faint smile. “I wish 
you well,” he says, “and not only my good 
wishes, but those of all the village go with you.” 
He hands you a lantern. “You will need this,” 
he says. He explains that the entrance to the 
Mines is but a short distance away, no more than 
a mile due North. You buckle on your sword 
and shield and leave, taking the road North. 
You realise, as you walk, that the villagers are 
standing in the streets to watch your departure, 
and you turn briefly to wave. Then you press on 
North. 

The path is straight, passing between craggy 
rocks on either side. The rock-faces become 
steeper, and the path narrower, until you reach a 
dead-end. You begin searching the rock-face in 
front of you, until you see what appears to be a 
cave. Lighting your lantern, you enter. The 
lantern casts a fine light, and you walk confi- 
dently forward — but then stop; there are eerie, 
groaning sounds in the air, and as you watch, the 
rocks themselves appear to be coming to life. It 
seems for a moment that there are monstrous 
faces surrounding you. But then you draw your 
sword, and, ignoring the terrible shapes that 
grow out of the rock walls, you move resolutely 
on. 








Siow read on.... 
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1 

The tunnel slopes downwards quite steeply, 
going due North. Your lantern affords enough 
light for you to see your way, and you press on. 
The walls of the Mines are of smooth black rock, 
damp and cold. There are stalactites hanging 
from the rock, and you move warily. The air is 
cold and damp, and you wonder how far this 
passage extends — until you discover that you are 
at what seems to be a dead-end. 

Directly ahead of you, and on either side, are 
smooth rock walls; but set into each is a handle. 
If you are to get any further at all, you will have 
to try pulling one of the handles. Will you pull 
the handle on the wall facing: 


North? Turnto 47 
West? Turn to 190 
East? Turn to 108 


2 
You have gone only a short distance before the 
passage ends and you must decide whether to go 
East or West. Will you go: 


East? Turn to 180 

West? Turmto 36 

Back North? Turn to 143 
3 


You go North for only a short distance before 
you see that there is a new way off to your right. 


Will you: 
Continue North? Turn to 193 
Try the way East? Turn to 163 
Go back South? Turnto 71 


4 
You arrive at another junction. Will you now: 


Continue East? Turn to 197 
Go back West? Turn to 37 
Try the way South? Turn to 170 


5 
There are ominous rumbling noises as you walk, 
and then pieces of rock begin flying out at you. 
The floor shakes, and the roof looks about to 
collapse. You struggle back out of the noise and 
dust, but it costs you 3 Strength points. If you are 
still alive, you stagger back to the junction; will 


you now go: 
East? Turn to 159 
West? Turnto 92 


6 
Shortly, you see that there is a new tunnel 
North. Will you now: 
Continue East? 
Try the way North? 


Turn to 173 
Turnto 35 


7 

The tunnel West is wide and high, and you 

make good progress until quite soon you reach a 

junction. Will you: 
Go North? 
Go South? 


Turn to 62 
Turn to 64 


8 
You step over the dead GOLGOTH and follow 
the passage East. It very soon turns South and af- 
ter a short while, East again. After walking a few 
paces East, your way is barred by a door with a 
single lever in it. Turn to 10. 





The passage North is straight, and the mine in 
good condition. Your lantern enables you to see 
quite well, and you make good progress. Turn to 
80. 


10 

You pull cautiously at the lever, and the door 
swings easily open. You go through, and follow 
the passage East for a short distance, until the 
passage turns North. On your left, a few paces 
down, 1s a door, but there are no handles or 
levers, so you take the way East. In the distance 
you can see daylight. Turn to 67. 


11 
As the BRIMGETH moves in again, you raise 
your hand and chant the words that Nytrak 
taught you. At once a dense black cloud 
envelops the BRIMGETH and you move swiftly 
past him and over the bridge. Turn to 51. 


12 
The goblin hands you the key, then suddenly 
scuttles back into the hole in the rock. You fit 
the key into the twelfth keyhole and turn it, and 
the door opens easily. You go through. Turn to 
94. 





13 


You close in battle with the GOLGOTH, but 
your magic shield will afford you some protec- 
tion. Each blow from the GOLGOTH will cost 
you only | Strength point. Each blow from you 
to the GOLGOTH will cost it 2 Strength points 
as usual. You fight: 
Dexterity Strength 
GOLGOTH 9 12 
If you win, turn to 8. 


14 
The way East quite soon goes North, and so you 
begin walking cautiously North. Turn to 147. 





15 


You walk East, towards the daylight. With no 
headstone to return to Nytrak, you have failed in 
your quest. Perhaps the next time, you will be 
successful. 


16 
The door opens as you pull the lever, and you go 
through. The passage widens steadily, and in 
the distance you can just make out what appears 
to be daylight. Turn to 67. 


17 
You take the passage North, and it continues for 
some way. However, you realise that it is turning 
to your right, and you follow the way East for a 
few minutes. 

A sudden stab of pain in your foot makes you 
cry out — and you see that you have been stung 
by a scorpion! You lower your lantern, to see 
how bad the sting was, and as you do so, you are 
stung again. Lose 5 Strength points. You realise, 
with growing horror, that there are hundreds of 
small scorpions on the floor, and you hobble 
quickly away. 

The stings are painful, but they will heal. You 
walk determinedly East for a short time, and 
then the passage goes South. You continue 
South, until you see that there is a way off to 
your right. Will you now: 

Take the way West? 

Continue South? 


Turnto $l 
Turn to 183 
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18 
You follow the way North, until you arrive at 
another junction. On your left is a door, with a 
handle set in it. There is also a passage to your 
right. You could pull the handle set into the 
door, or alternatively, you could continue — or 
even go back South again. Will you now: 


Try the handle? Turn to 109 
Continue North? Turn to 126 
Try the way East? Turn to 82 
Go back South? Turn to 70 


9 


19 

You follow the passage North for some way. 
The air is chilly and damp, and your lantern 
only just allows you to see ahead. But then you 
realise that the passage is turning to your left; 
you follow the way West, but after only a few 
minutes, you feel a sudden pain in your foot. 
You have been stung by a scorpion! 

The creature scuttles away even as you realise 
this, and then you see that there are more of 
them — the floor of the passage is crawling with 
small scorpions, each only an inch or so long, 
but with a painful sting. You are stung again as 
you hobble quickly away. Lose 5 Strength 
points. Your stings will soon heal, but for the 
moment they make walking painful; however, 
you continue West, and then find that the 
passage turns South. 

You follow the way South, until you see that 
there 1s a way off to your left. Will you now: 

Take the way East? Turn to 45 

Continue South? Turn to 145 





20 


Concentrating hard, you manage to keep your 
head and struggle to your feet. Ahead of you, you 
see a bubbling, slimy pit; you back warily off 
and return to the junction. Will you now go: 
South? Turn to 59 
West? Turn to 130 


21 
You are going East with a stone-built wall on 
your right. There is a passage on your left. Will 


you go: 
North? Turn to 198 
Continue East? Turn to 178 
Back West? Tumto 91 


22 
The passageway ends at a solid rock face, but 
tunnels run both North and South. Will you go: 
North? Turn to 101 
South? Turn to 125 


10 


23 
Back at the junction, you have a choice. Will 


you now go: 
North? Turn to 192 
West? Turn to 130 


24 
The door is as well-built and solid as it looks, 
and you succeed only in bruising your shoulder, 
despite your powerful shoulder-charge. Lose 3 
Strength points, and if you are still alive, you 
have little option but to try to open the casket in- 
stead. Turn to 131. 


25 
Going West, you soon arrive at a junction. Will 
you now: 
Go North? Turn to 17 
Go South? Turn to 145 
26 


Gain 1 Courage point for your brave stand, and 
continue North. You soon arrive at a junction. 


Will you go: 
East? Turn to 166 
West? Turnto 32 





27 


She looks delighted, and reveals that she has the 
third piece, hidden in the rocks behind her. You 
put it with the others in your backpack. It will 
cost you one more Strength point to carry it, but 
nevertheless, you are very pleased. Turn to 31. 


28 
You continue South, until the passage turns 
East. You have walked only a few yards East, 
when your way is barred by a stout wooden door, 
bound in brass and with iron studs in it. 

There are two levers in the door, one on the 
left and one on the right. There is some writing 
above them both, and as you move closer to read 
it, you see that at the top of the door is a brass 
plaque. The plaque bears the inscription, “All 
that 1s written above the levers is false.” 

Above the left-hand lever, you read, 

This is the True lever. 
The other lever leads to danger. 

Above the right-hand lever, you read, 

This is not the True lever. 
The other lever will allow you out. 

Will you pull: 

The right-hand lever? 

The left-hand lever? 


Turnto 16 
Turnto 54 


29 

You draw your sword and close in battle, cutting 
and thrusting against the terrible creature: but 
your blows seem to pass straight through it. The 
HOGROB can be defeated only by magic, and 
though you fight frantically, the black cloak 
billows out and envelops you in an embrace of 
death. Your adventure has ended here. 


30 
You continue East, and after a few minutes the 
passage turns North. You walk North for some 
time, until you get to a junction. Will you: 
Take the way West? Turn to 158 
Continue North? Turn to 118 


31 
You go South together, until you come to a 
junction. After some discussion, you decide that 
East is the best way to go now, and so you go to- 
gether East. The passage East extends for some 
way, but eventually turns South. 

You have walked only a short distance South 
when you are confronted by a monstrous, bear- 
like creature. It is a SPITSNIPE, with talons 
nearly a foot long. It gives off a fiery radiance as 
it opens its jaws and moves to attack. 

Liamorra drives her halberd at it, and the 
SPITSNIPE smashes it with one blow of its 
great paw. She draws her sword and rushes to 
close in battle with it; you draw your own sword, 
but the passage is too narrow for you to be of any 
real assistance. Liamorra drives her sword at the 
SPITSNIPE again and again, but she is suffer- 
ing terrible wounds from the great claws. With a 


sudden, mighty blow, the SPITSNIPE smashes 
her to the ground, and at last you have a chance 
to attack the wounded but enraged creature 
yourself. 


Dexterity 
SPITSNIPE 7 
If you kill it, turn to 113. 


Strength 
6 





32 
You make steady progress West for some time, 
and then the tunnel turns North. You continue 
North until eventually you see that there is a 
tunnel on your right. Will you now: 
Continue North? 
Try the tunnel East? 


Turn to 137 
Turn to 115 





33 
You go steadily North for a few minutes, until you 
see that a tunnel runs off to your right. Will 


you: 
Try the way East? Turn to 124 
Continue North? Turn to 9 


34 
You press on, trying to close your ears against 
the shrieks, and to shield yourself against the 
swooping, gleaming skulls. At last they fade into 
the darkness behind, and you continue West. 
Turn to 97. 





35 


You go North for some distance with a stone- 
built wall on your right. At the next junction will 


you go: 
East? Turmto 21 
West? Turn to 138 
Back South? Turn to 87 


36 
You are going West with a stone-built wall on 
your right. You stop when you see that there is a 
door on your right. Will you: 


Investigate the door? Turnto 44 
Continue West? Turn to 155 
Go back East? Turn to 77 


12 


37 
After a short time, you find yourself at another 
junction. The passage continues West, but there 
is also a passage South. Or you could go back 
East. Will you now: 


Continue West? Turn to 179 
Go back East? Turn to 4 
Try the way South? Turn to 187 
38 
Turn to 165. 
39 


After walking a short way, you reach something 
you recognise — the archway that you first came 
in through is on your right. Now, you can either 
go back North, or take the way East. Will you: 
Go East? Turto 6 
Go back North? Turn to 156 





40 


The tunnel goes North, then turns sharply East. 
Quite soon, you arrive at a junction. Will you: 


Go South? Turn to 187 
Continue East? Turn to 4 
Go back West? Turn to 179 


41 
Your courage fails you — you can no longer bear 
the terrible wailing of the skulls, and run back 


Westwards. Lose 1 Courage point, and turn to 
97. 


42 
As you take the passage North, you hear a cry. 
You push on, and the air is filled with cries, 
screaming at you to go back. For a moment your 
courage fails you — lose | Courage point. But, 
eritting your teeth, you press on. The passage 
soon turns East and you walk East, through the 
ruined mineworkings until you reach a new 
junction. Will you now go: 
North? 
South? 


Turn to 192 
Turn to 59 


43 
Warily, you walk forwards, holding the Silver 
Brooch. She snatches it, and bites it to test if it is 
real. Apparently satisfied, she leans back. 

“You are foolish, Stranger,” she tells you in 
her harsh, grating voice. “Go back out of here 
and take the way West. When you reach the next 
junction, the way West will eventually lead you 
to the HOGROB. It, like me, is tmmortal, and 
guards precious secrets. You might find that the 
way East holds fewer perils!” 

Shaken, and wondering at the meaning of her 
words, you leave, going back North. Turn to 23. 


44 

The door opens easily when you push it, and 
you find yourself in a large room with a stone- 
flagged floor. The room is completely empty 
except for three chests, one made of Gold, one 
of Silver, and one of Copper. On each chest, you 
can see that there are two inscriptions. You 
move forward to read them, but then see that 
there is a plaque set in the wall above them. The 
plaque bears the words, “The Secret of Samson 
rests in one of these chests. But beware — one 
chest bears false inscriptions, though the others 
are true.” 

You go over to the three chests: on each lid 
are two inscriptions. You read: 


Copper: The Secret is not in here. 
The Secret is in the Silver chest. 
Silver: The Secret is in here. 
The Secret is not in the Gold chest. 
Gold: The Secret is in here. 
The Secret is not in the Silver chest. 
Will you open: 
The Copper chest? Turn to 38 
The Silver chest? Turn to 185 
The Gold chest? Turn to 102 
45 


You walk East for a short time, and then stop. 
You can hear a deep-throated growling, which 
seems to come from your right. There is a short 
passage that way, ending at a stone arch. Will 
you: 


Take the way South? Turn to 164 

Continue East? Turn to 144 

Go back West? Turnto 25 
46 


Going North, you again see quite soon that 

there is a way off to your left. Will you now: 
Continue North? Turnto 19 
Take the way West? Turnto 81 


47 
The rock door grates open, and you go through. 
The door at once closes again behind you. 

The passage continues North, and you tread 
warily — the ground is slippery and treacherous. 
After only a few more paces you have to stop: the 
floor of the mine has collapsed completely. You 
toss a piece of rock down the hole, and it is a 
long time before the echoes of its clattering 
descent fade. You will have to leap over. 

Roll 2 dice. If the total score is less than your 
present Courage score, turn to 49. If it is the 
same or greater, turn to 129. 


48 
The tunnel goes North and then sharply West. You 
follow the tunnel West until you come to a 
new junction. At this junction will you: 


Continue West? Turnto 37 
Go back East? Turn to 197 
Try the way South? Turn to 170 





49 


You take a running leap — and land safely on the 
other side of the pit. Turn to 79. 


50 
You try the shield and experience a sudden 
feeling of power. The shield is magic and will 
afford you extra protection in battle. You go 
back out through the door and continue East. 
Turn to 88. 


51 

You continue North very cautiously. By the 
light of your lantern you see a piece of thin rope 
stretched across the ground in front of you and 
step over it. Continuing North, you almost at 
once see a passage on your right. Will you: 

Try the new way East? Turn to 83 

Continue North? Turn to 184 


13 





52 


As you move swiftly past the dead LAPE, more 
of them drop from the roof. You prepare for 
another fight, but then you realise that the 
others are eating the body of the first! Disgusted, 
you hurry on East. Shortly you see a passage to 
your left. Have you met Liamorra? If so, then 
you continue East — turn to 78. Otherwise, you 
go North — turn to 111. 


53 
You fight the GOLGOTH unaided. Resolve 
your battle: 
Dexterity Strength 
GOLGOTH 9 12 
If you win, turn to 8. 


54 
You pull the lever — and a sudden terrible pain 
seems to burn behind your eyes. Lose 5 Strength 
points. If you are still alive, you may try the 
other lever — turn to 16. 


14 


55 
You continue North, plunging on through the 
morass, and you are relieved when quite soon, 
the ground becomes firm again. Restore the 3 
Dexterity points that you subtracted for your 
battle against the KHARG. 

You have gone only a few steps further, when 
an evil-looking, ape-like creature leaps out at 
you. You dodge away, and as you do so, a second 
creature lumbers into view. The two MOR- 
LOCKS move, grunting, towards you, and you 
prepare for battle. You must fight both at once. 

This means that you fight the first MOR- 
LOCK as_ usual, but additionally, for each 
fighting round against the first MORLOCK, 
you also throw the dice for the second. If the 
second MORLOCK’s Fighting Power 1s less 
than yours, you have fended off its blow in that 
round, and are uninjured by it. If its score is the 
same or greater, it has injured you, and you 
sustain one point of damage before turning to 
face the first MORLOCK again. If you kill the 
first MORLOCK, you must then fight the 
second to the death. 


Dexterity Strength 
First MORLOCK 9 8 
Second MORLOCK 7 6 


If you survive this battle, turn to 26. 





56 
She bids you well, before walking away West. 
You find that the passage East is a long one, but 
it turns South after a time. After a short distance 
South, however, you are suddenly faced with a 
monstrous, bear-like creature. Its talons are each 
nearly a foot long, and as it opens its jaws to snarl 
at you, it seems to give off a kind of fiery glow. It 
is a SPITSNIPE. Have you got a magic shield? 
If so, turn to 122. Otherwise you fight the 
SPITSNIPE unaided. 
Dexterity Strength 
SPITSNIPE 11 10 
If you win, turn to 28. 


57 
The NASNAs lie dead at your feet, and even as 
you watch, they begin decomposing! Swiftly you 
move on West, until you come to a junction. 


Will you now go: 
North? Turto 69 
South? Turn to 121 


58 
Very soon, the tunnel turns South. There are 
strange scratching noises, and high pitched 
squeaks, and you stop. You realise that there are 
rats! The tunnel is infested with them, running 
and scurrying everywhere, but they are harm- 
less, and so you hurry on South until you come 
to a new junction. 
A passage leads off West, or you could 
continue South. Will you: 
Take the passage West? 
Continue South? 


Turn to 177 
Turnto 74 





59 


The way South ends quite soon. You are facing a 
stout wooden door. If you wish to investigate the 
door further, turn to 182. If you would rather go 
back North instead, turn to 23. 


60 
You continue South, hearing nothing but the 
echo of your own footsteps. After a while, the 
passage turns East, and you can hear the sound 
of running water. You continue East, until you 
find that there is no obvious way further. 

In front of you is a gushing, bubbling torrent 
of water. You can see that it cascades from an 
opening in the rock high above, to your night, 
before hurtling through a natural trench ahead 
of you, and disappearing into a cavern on your 
left. You will have to wade across, and so, 
holding your backpack high above your head, 
you plunge in. It takes all your concentration 
and resolve to battle your way through the 
raging white water, but you at last reach the 
other side of the trench, and haul yourself out. 
You sit on the bank exhausted — lose 3 Strength 
points. When you are ready, you continue East — 
turn to 104. 


61 

You take the three pieces of the headstone and 
fit them together. They form a cross against a 
finely-worked background. As you admire it, the 
bluish glow pulsates steadily, the cracks disap- 
pear, and the headstone is whole again! Delight- 
ed, you carry the stone towards the daylight 
ahead. Turn to 93. 





62 


You head North for a while, but then the tunnel 
turns East. You go East and then stop as you 
hear a_ strange scuttling noise. A _ creature 
suddenly drops from the roof in front of you — it 
is black and insect-like but so monstrous that its 
head is above yours. Its powerful jaws drip saliva 
as it stares at you. You risk a quick look upwards 
— there are more of them. If you have a magic 
shield, turn to 167; Otherwise you fight the 
LAPE unaided. 
Dexterity Strength 
LAPE 9 10 
If you win, turn to 52. 


63 
The tunnel runs North and then West. You 
follow the tunnel West for a short time and stop 
when you see a door on your left. Will you: 
Try opening the door? Turn to 132 
Continue West? Turn to 123 


15 


64 

Going South, the mineworkings are in poor 
repair, and you have to duck under stalactites 
and clamber over rocks. The passage turns West, 
but you have taken only three paces in_ that 
direction, when a loud rumbling noise warns 
you of imminent danger. There is a sudden 
rock fall and you back off, but lose 1 Strength 
point as the rocks rain down. You struggle back 
out and return North. Turn to 147. 
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65 


The passage South is straight, and ends after a 
few minutes at a door, which seems to have 
several rows of keyholes set in it. Tunnels also 
run East and West. Will you: 


Go West? Turn to 196 
Go East? Turnto 30 
Investigate the door? Turn to 114 





66 


Your Courage fails you — you can no longer bear 
the terrible screaming of the skulls, and you run 
back East. Lose one Courage point, as you run 
East and then South, stopping at a junction. Will 


you now go: 
On South? Turn to 195 
Try the new way West? Turn to 158 
Back North again? Turn to 118 


16 


67 
How many pieces of the headstone have you” 


One? Turnto 90 

Two? Turn to 171 

None? Turnto 15 

Three? Turnto 61 
68 


She wishes you good fortune, before heading 
away East. You go West, and have gone only a 
short distance before you hear a strange scut- 
tling noise. A monstrous creature suddenly 
drops from the roof in front of you — it is black 
and insect-like, with powerful jaws. You risk a 
quick look upwards — there are more of them, 
and you swiftly move to attack the LAPE. 
Dexterity Strength 
LAPE 9 10 
If you win, turn to 140. 





69 


You go North for a short distance. All is silent 

except for the faint echoing drip of water from 

the roof. You soon arrive at a junction, and you 

can either continue North, or take the new 

tunnel West. Will you: 
Continue North? 
Go West? 


Turnto 46 
Turn to 133 


70 

Continuing, you see that there is a narrow 
tunnel to your right. If you wish to investigate it, 
you will have to crawl into it on hands and 
knees, holding your lantern and sword ahead of 
you. 

Alternatively, you could continue South, or 
return North. Will you: 


Take the tunnel West? Turn to 100 
Continue South? Turnto 60 
Go back North? Turnto 18 
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71 

After going South a short way, you get to 

another junction. Will you go: 
West? 


Turnto 73 
East? Turnto 22 
Back North? Turn to 3 


72 
You get to a junction, and there are passages 
running both North and South. Will you go: 
North? Turn to 193 
South? Turn to 71 





73 
The way West ends at a_stone-built wall. 
However, there are tunnels running both North 


and South along the wall. Will you go: 
North? 


South? 


Turn to 186 
Turn to 2 
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74 

The way South is wide, and you make good 
progress — until your feet are suddenly snatched 
from under you, and you are hauled upside 
down, high into the air. You realise that you 
have stepped into some kind of snare, that you 
are strung up like a turkey on the end of a piece 
of tough rope. 

You swing and struggle, trying to cut through 
the rope with your sword, but even as you do so, 
the full horror of the situation hits you: you are 
now being inexorably lowered, through a hole 
in the floor of the passage, into a pit of boiling, 
bubbling water. You struggle and twist, but to 


no avail — your adventure has ended here as you 
are boiled alive. 
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75 
The key fits into the keyhole, and you turn it. 

As you do so, a terrible, burning pain racks 
your whole body. You try to let go of the key, but 
cannot. You try turning the key back again, to 
get it out of the keyhole, and agonisingly slowly, 
it turns back. But the pain increases until, barely 
conscious and with a last desperate effort, you 
manage to remove the key and collapse to the 
ground, shaking from head to foot. 

Lose 8 Strength points, and, if you are still 
alive, you get unsteadily to your feet again and 
take the other key from the casket — turn to 157. 





76 

You raise the bottle to your lips and drink. Your 
whole body shakes, and for a moment it seems as 
though you are about to lose consciousness. But 
gradually, the feeling passes, and you feel 
suddenly immensely strong and fit. You have 
drunk a Potion of Power. Gain 7 Strength points, 
and continue North. Turn to 162. 





77 


After a short way you are faced with a choice of 
directions to take. Will you: 


Continue East? Turn to 180 

Try the way North? Turn to 143 

Go back West? Turnto 36 
78 


You walk East for some way and then follow the 
passage round to the South. As you walk South, 
you hear a snuffling noise ahead of you. You 
draw your sword as a monstrous _bear-like 
creature approaches with powerful jaws and 
talons nearly a foot long. If you have a magic 
shield, turn to 122. Otherwise, you fight the 
SPITSNIPE unaided. 
Dexterity Strength 
SPITSNIPE 11 10 
If you win, turn to 28. 


18 


79 

The ground on the other silde is slimy, and soon 
you are pushing your way through thick mud 
that reaches your knees. You can hear a deep- 
throated croaking noise from ahead, and a 
sudden, stinging whiplash catches you across 
the face. For a moment, your face feels afire, and 
you can barely see. Half-blinded, you draw your 
sword and move forward determined to join 
battle with whatever monster you are now faced 
with. Lose 2 Strength points. 

You are facing a KHARG - a kind of giant 
toad, whose long tongue has a fierce sting. You 
fight the KHARG, his tongue constantly lash- 
ing at you, but because of the swampy ground 
you cannot move easily: subtract 3 Dexterity 
points from your present score for your fight 


against the KHARG. 
Dexterity Strength 
KHARG 7 8 
If you defeat the KHARG, turn to 55. 


80 
You eventually reach a junction, and you must 
now decide which way to go. Will you go: 
East? Turn to 175 
West? Turn to 119 


81 
You go West for a short distance, but stop as you 
hear a deep-throated, menacing growl from your 
left. There is a short passage that way, which 
ends at a stone arch. Beyond that is darkness. 


Will you: 
Try the way South? Turn to 164 
Continue West? Turnto 25 
Go back East? Turn to 144 


82 
The passage is cold and narrow, and you move 
cautiously, a step at a time, your sword held in 
front of you. But you are not attacked, and the 
passage soon ends at a junction. Will you go: 
North? Turn to 46 
South? Turn to 106 


83 

Stumbling through the ruined mineworkings, 

you become aware that there is a passage to your 
left. Will you now: 

Take the way North? 
Continue East? 


Turn to 135 
Turnto 84 


84 
The way East turns North after a short time, and 
you push your way through the rubble until you 
reach another junction. Will you now go: 
East? Turn to 189 
West? Turn to 160 
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85 
After only a few paces South, your foot catches a 
tripwire, and you feel a sharp pain in your 
shoulder. 

You reach back and feel a small dart, and pull 
it out angrily. But even as you do so, you realise 
that your arm is going cold; it gets colder still, 
until it is numb. The numbness begins to extend 
to your chest, and finally to your legs — you 


collapse. 
You have time to realise that the dart was 


fatally poisoned as blackness closes in. You have 
failed in your quest. 
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86 
Going South, you clamber through the rocks and 
rubble until you can walk normally again. Your 
lantern casts threatening shadows, but no figure 
emerges to challenge you. Quite soon, the tunnel 
turns West, and you follow it until you see that 
there is a way to the North. You sit down and rest. 
You will need to think seriously before you decide 
what to do next. Will you: 
Go North? 
Continue West? 


Turn to 135 
Turn to 134 
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87 
You go South for some distance with a stone- 
built wall on your left. The tunnel ends and 
there are passages to your left and right. Will you 


gO: , 


West? Turn to 120 
East? Turn to 173 
Back North? Turnto 35 


88 
You continue East and fairly soon the tunnel 
turns South. You walk South a short way until 
you see a new passage on your left. Will you: 
Go East? 
Continue South? 


Turn to 112 
Turn to 139 





89 
The tunnel East is wider and higher, and you 
make good progress until, quite soon, you reach 
a junction. At this junction, will you go: 
North? Turn to 117 
South? Turn to 141 


19 





90 
You take out the piece of headstone from your 
backpack, and begin walking East, towards the 
daylight. As you do so the blue glow from the 
marble becomes steadily stronger, but the mar- 
ble itself becomes fainter. Within seconds, it has 
dematerialised. 

Only when all three pieces of the headstone 
are put back together will you have the complete 
stone to return to Nytrak. You have failed this 
time — perhaps you will be more successful the 
next. 


91 
You soon find yourself at another junction. Will 
you: 
Go South? Turn to 87 
Continue West? Turn to 138 
Go back East? Turnto 21 
92 


You push your way through the ruined mine, 
and find that you make quite good progress. 
After a few minutes, you see that there is a 
tunnel to the South. Will you: 


Continue West? Turn to 160 
Try the way South? Turn to 86 
Go back East? Turn to 189 





93 


You emerge into the daylight; by your reckon- 
ing, you are East, and somewhat to the North of 
the place that you first entered. 

You begin walking South-West. It is hard 
work, as the headstone is heavy, but you shortly 
see K’alkith in the distance, and make your way 
to Nytrak’s home. Turn to 199. 


20 


94 
You have walked only a few paces South when 
there 1s a sound on your right. You turn to see a 
woman wearing an ornate helmet and carrying a 
halberd. She has a sword at her waist, and a 
dagger strapped to her thigh. She darts towards 
you, and you draw your sword. 

“T am Liamorra,” she says, in a voice as soft as 
silk. Her eyes mesmerise you for a moment, and 
as you stand there, her halberd suddenly whis- 
tles over your head. You snap back to full 
consciousness and close in battle. 

Dexterity Strength 
LIAMORRA 12 14 
If you survive two fighting rounds, turn to 142. 





95 


Turn to 128. 


96 
“No silver!” she shrieks, and two more bolts of 
fire strike you. You turn and run clumsily away 
North, her fire-bolts exploding all around you. 
Lose 4 Strength points and 2 Courage points, 
and turn to 23. 


97 
You stop at a junction. Will you now go: 
South? Turn to 168 
Continue West? Turn to 119 


98 
You are going East and stop when you see that 
there is a passage to the South. Will you: 


Try the way South? Turn to 87 
Continue East? Turmto 21 
Go back West? Turn to 138 
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99 
You press on, past a passage on your left, and 
continue for some time. The tunnel turns 
North, and eventually you see a way to your 
right. Will you go: 
East? Turn to 115 
Continue North? Turn to 137 


100 
After a short time, to your relief, the tunnel 
becomes higher and wider, and you can walk 
normally. The tunnel ends at a solid wooden 
door, to which is nailed a piece of parchment. 
You look at the parchment, and read, 

“Unless the Stone of Power is cast, 

This door will ever be locked fast.” 

If you have a Stone of Power, turn to 146. 

If you have not, none of your efforts to break 
through the door will work. It 1s made of solid, 
brass-bound oak, and you will have to go back. 
Turn to 176. 


101 
You make your way with some difficulty North. 
In places the mine has partly collapsed, and it 
costs you 3 Strength points as you struggle on. 
But eventually you have to give up — the mine 
has completely collapsed, and you are facing a 
wall of rubble. You will have to go back to the 
last junction. 
At this junction, will you: 
Go West? 
Carry on South? 


Turn to 194 
Turn to 125 


102 


Turn to 165. 





103 
You search the BRIMGETH. Although his 
sword is a fine weapon, you find it difficult to 
use, and keep your own. However, you find a 
small bottle in his robes. Will you: 
Drink the contents? 
Leave, and go on North? 


Tumto 76 
Turn to 162 


104 
The way East soon turns North, and after going 
a short way North, you see that there 1s a way to 
your right. You peer into the passage with your 
lantern, and it seems familiar. After walking 
only a short way East, you come across the 
bodies of the NASNAs, and hurry back West. At 
the junction, will you now go: 
North? 
South? 


Turmto 69 
Turn to 121 





105 
You make your way East with some difficulty, 
past stalagmites and over piles of rubble. The 
passage is quite narrow, and as you squeeze 
through, it seems to you that the rock has a 
crystalline structure. 

Even as you notice this, the rock itself appears 
to be moving. You watch, and a creature 
detaches itself from the rock wall and begins 
moving towards you. It is a DULGETH, a man- 
like being with a skin almost as tough as stone. 
You may use the Light of Darkness here if you 
wish — turn to 152. Or you may fight the 
DULGETH - turn to 127. 


106 

After going only a short way South, you see that 

there is a passage to your left. You walk warily 

down this new passage East, only to stumble 

over the bodies of the NASNAs. Quickly, you go 

back to the junction. Will you now: 
Continue South? 
Go back North? 


Turn to 121 
Turmto 69 


107 
You continue West, but then the passage turns 
North. You follow the way North, until you see 
that there is a low, narrow tunnel to your left. 
Will you: 
Try the tunnel West? 
Continue North? 


Turn to 100 
Turmto 18 


21 


108 
The door grates open and you go through. At 
once it closes again behind you. You are in a 
passage going East. Turn to 105. 


109 
You pull the handle cautiously — and the rock 
wall slides back. There is a dark passage ahead 
of you, and as you move forward to investigate, 
the rock door behind you slides back again. 

You continue West, but after only a short 
distance the passage turns North. After going 
warily North for a hundred paces or so, the 
passage turns West again. You press on, in the 
cold, forbidding darkness, your lantern casting 
disturbing shadows, until your way is blocked by 
a wooden door. 

You prepare to charge the door, but then step 
back, as you hear a ghastly, deep-throated shriek 
from beyond. The door is blasted away by a wild- 
eyed creature who reaches for you, screaming. 
His right arm ends in a curved dagger, and as he 
smashes through the remains of the door, you 
close in battle with the KIFE. 

Dexterity Strength 
KIFE 8 10 
If you defeat the KIFE, turn to 110. 
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110 
You search the dead KIFE. His long curved 
dagger seems to be no better a weapon than your 
own sword, and so you leave that. But he wears a 
Brooch of Silver, which you feel might be of 
some possible use, so you take it and put it in 


your backpack before continuing West. Turn to 
58. 


pap) 


111 

After only a few paces North, you hear a noise 
on your left. You turn to see a woman wearing a 
winged helmet and fine armour. She has a 
sword at her waist, and carries a halberd. You 
draw your sword. “I am Liamorra,” she says, 
and as you stand there, her eyes begin to 
mesmerise you. She makes a sudden move with 
the halberd and you snap back to full awareness, 
and close in battle. 


Dexterity Strength 


LIAMORRA 12 14 
After two fighting rounds, turn to 142. 





112 
You have gone only a few paces East, when you 
see lumbering towards you, and almost as wide 
as the tunnel, a huge ape-like creature, carrying 
a club. It is a GOLGOTH. Have you got a 
magic shield? If so, turn to 13. Otherwise turn to 
53. 


113 
Sorrowing, you bury Liamorra. Even more 
determined now, you hurry South; the passage 
turns East quite soon, until your way is barred by 
a brass-bound wooden door, set with iron studs. 
There are two levers set in the door, one on 
the left and one on the right. There is some 
writing above them both, and as you look closer, 
your attention is caught by the brass plaque set 
into the top of the door. The plaque bears the 
words, “All that is written above the levers is 
false.”” Above the left-hand lever, you read, 
This is the True lever. 
The other lever leads to danger. 
Above the right-hand lever, you read, 
This is not the True lever. 
The other lever will allow you out. 
Will you pull: 
The right-hand lever? 
The left-hand lever? 


Turnto 16 
Turn to 54 
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114 

As you examine the door, a small, goblin-like 
creature darts out from a tiny opening in the 
rock wall. You raise your sword, but he shrinks 
back, and cries, “Wait! I am the keeper of the 
keys. I can tell you how to open the door.” You 
lower your sword, and he continues, “The door, 
as you see, has 39 keyholes in it, while I have 
only thirty keys.” He holds out a large brass 
keyring, with the thirty keys on it. You are 
puzzled, and the goblin giggles at this. “Fear 
not,” he continues, “only one key is necessary to 
open the door. None of the others will work.” 

The goblin giggles again, and tells you: 
“Twice the number inscribed on the correct 
key, when added to half of the total number of 
keys I hold, is the same as the total number of 
keyholes in the door behind me. Which key 
would you like?” 

When you have worked this out, turn to the 
section which has the same number as_ the 
correct key. 





115 


After making your way with some difficulty 
through the mineworkings, the passage be- 
comes wider and higher. But there is something 
wrong. You stop for a moment, as the shadows 
from your lamp form strange shapes. As you 
watch, the shadows form and re-form until there 
is some kind of figure facing you. 

You step back as the shadows finally settle 
into the shape of a black cloak. The cloak 
weaves in the half-light, moving towards you, 
but you can see no creature inside the black 
folds. 

From the darkness of the cloak, a skeletal 
hand with razor-edged talons darts out — you 
leap back, and the hand hisses past your face. 
Yellow eyes gleam now in the blackness of the 
cloak, and there is a triumphant wild shrieking, 
echoing in the tunnel. You can hear your own 
heart racing, but stand your ground against the 
HOGROB. [If you still have the Light of 
Darkness, and wish to use it here, turn to 153. 
Otherwise turn to 29. 


116 

The tunnel East soon turns North and, after a 
short time, West. The air feels oppressive and 
threatening. You stop — ahead of you, part of the 
mine has collapsed; you climb with great care 
over the pile of rubble, fearing a rockfall. Jagged 
edges of shattered pit-props cut at you, and 
fragments of rock graze your hands and arms. 

Gritting your teeth, you clamber over and 
through the rockfall, and press on. Almost at 
once, the tunnel turns North, and you have 
gone only a few hundred paces when you hear 
an ominous rumbling sound. As _ you stand 
there, a pit-prop suddenly shatters, and you raise 
your shield only just in time to save yourself 
from injury from the flying, jagged splinters. But 
the walls are cracking, and you realise that this 
section of the mine is about to collapse as well. 
Have you learnt the Secret of Samson? If so, turn 
to 169. Otherwise turn to 154. 


117 

You press on North, and then the tunnel quite 

soon turns East. You have gone East only a short 

distance when you see a door on your right. Will 
you: 

Try to open it? 

Continue East? 


Turn to 151 
Turmto 88 





118 


As you press on North, you notice that it is 
becoming colder. The cold gets steadily worse, 
your breath freezing in front of your face, and 
the rock walls on either side are covered with a 
bright sheen of ice. Lose 3 Strength points as the 
icy air saps your energy. If you are still alive, you 
push onwards, and gradually the temperature 
begins to return to normal. 

The tunnel turns West, and you hear a cry. 
The lantern does not seem to penetrate the 
blackness ahead of you, and as you move warily 
forwards, a gleaming skull swoops at you! 
Within seconds, the tunnel 1s filled with wail- 
ing, shrieking skulls, diving and swooping all 
around you. Roll 2 dice. If the total is less than 
your current Courage score, turn to 34. If the 
total is the same or greater, turn to 66. 


23 


119 
You continue West without incident for a time, 
and then you see that there is a passage South. 


Will you: 
Continue West? Turn to 92 
Try the way South? Turnto 5 


120 
You continue West but after only a short time, 
you find yourself back at the archway through 
which you first came in. Now, you must either 
go back East — turn to 6, or try the way North — 
turn to 156. 


121 
Your lantern casts menacing shadows as you 
press warily on. But you see nothing except your 
own breath, misting in the cold air. 

The passage turns West, and you can hear the 
sound of rushing water. You move on, but soon 
see the source of the noise you heard — there is a 
raging torrent in front of you. A_ waterfall 
cascades from an opening in the rock on your 
left, and the water crashes through a natural 
trench immediately ahead of you, before disap- 
pearing into a cavern on your right. 

You realise that you will have to wade across, 
and so you hold your backpack high above your 
head and plunge in. The raging white water 
nearly carries you away, but you concentrate on 
reaching the opposite bank, and at last you do. It 
was an exhausting task, and costs you 3 Strength 
points. 

When you are ready, you continue West — 
turn to 107. 





122 


Your magic shield will protect you in this battle 
and you will lose only 1 Strength point for each 
blow the SPITSNIPE scores. Your blows will 
cause 2 Strength points of damage to _ the 
SPITSNIPE as usual. 
Dexterity Strength 
SPITSNIPE 11 10 
If you win, turn to 28. 


26 
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123 
The way West soon turns South and you go 
South for a short distance until you see a tunnel 
on your right. Will you now: 
Go West? 
Continue South? 


Turn to 7 
Turn to 141 


124 
The way East ends after a short distance, at a 
North-South junction. 


Will you go: 
North? Turn to 118 
South? Turn to 195 


125 
The tunnel goes South and then turns sharply 
West. You follow the way West for a _ short 
distance until you see that there is a passage off 
to your right. Will you: 


Try the way North? Turn to 143 

Continue West? Turmto 36 

Go back East? Turn to 180 
126 


You have gone only a short way North before 
you see that there is a new passage off to your 
right. Will you: 


Take the passage East? Turn to 45 
Continue North? Turn to 17 
Go back South? Turn to 145 
127 
Resolve your battle: 
Dexterity Strength 
DULGETH 1] 12 


If you win, turn to 14. 


128 
You shake hands, and wish each other success 
in finding all three pieces of the headstone. You 
walk together to the end of the passage, where 
there is a junction. Will you go: 
East? Turn to 56 
West? Turn to 68 


129 
Your nerve almost fails you at the last second, 
and you jump badly. You crash into the opposite 
side of the pit, your fingers scrabbling for a hold. 
You manage, after a supreme effort, to haul 
yourself up and out of the pit. Lose 3 Strength 
points and | Courage point, and turn to 79. 


130 
The passage goes West, and then turns South. It 
ends at a junction. Will you now go: 
West? Turn to 99 
East? Turn to 172 


131 

You lift the lid from the casket, and as you do, a 
cloud of dust is released. You jump back, and 
watch in amazement as the dust forms itself into 
a ghostly figure. The figure weaves in your 
lamplight for a few moments, then suddenly it 
speaks, in a hoarse whisper: “There are two keys 
to the door within this casket — one of Copper 
and one of Bronze,’ you hear. The voice 
continues: “Above each key are two statements. 
One pair of statements are both true, but of the 
other pair, only one is true, the other false. You 
must reason out which is the True key if you 
wish to go further.” 

As you watch, the ghostly figure evaporates, 
and you move slowly to the casket. Inside, you 
see that there are indeed two keys, on a bed of 
purple velvet — a Bronze one on the left, and a 
Copper one on the right. 

Above the Bronze key, you read: 

This is the True key. 
The Copper key is the True key. 

Above the Copper key is written: 

This is the True key. 
The Bronze key is the false key. 


Will you choose: 
The Copper key? Turn to 157 
The Bronze key? Turn to 75 


132 
The door opens easily and you walk into a small 
room. On the wall opposite is a row of shields. 


Will you: 
Try one? Turn to 148 
Leave and continue West? Turn to 123 


133 

The passage West is cold and narrow, and you 
continue cautiously until you come to a junc- 
tion. Ahead of you is what looks like another 
stone door: looking closer, you see that it has a 
handle set in it. 

However, the passages also run North and 
South, and you must decide what to do. Will 


you: 
Go North? Turn to 126 
Go South? Turn to 70 
Try the handle? Turn to 109 
Go back East again”? Turn to 82 


27 


134 


You go West, having to hold your breath as your 
passage brings up clouds of dust and fumes. You 
press on quickly, until you find yourself at a 


junction. The tunnel runs North-South, and 
you must choose which to take. Will you now 
gO: 
North? Turn to 184 
South? Turn to 85 


135 
You go North, scrambling over the ruined 
mineworkings, your sword ever at the ready, but 
you are not attacked. For a moment, you feel 
totally lost and helpless, in the cold and 
darkness. But then you stop, put away your 
sword and try to think. Your panic subsides. 

You press on, and at the next junction, you 
must choose to go either West or East. Will you 
go: 
East? 
West? 


Turn to 191 
Turn to 149 


136 
Your courage fails and you turn quickly, trying 
to run back along the passage. The sudden 
movement only increases your dizziness and, in 
your confusion, you slip and fall. As you slide 
down the sloping passage, you realise the 
ground is swallowing you up! With no-one to 
help you, you will slowly drown in this filthy pit 
of slime. Your quest 1s over. 
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137 
After only a few paces, your way is blocked by a 


smooth rock wall. You search for levers or 
keyholes, but in vain. You have no choice but to 
go back and try the way East. Turn to 115. 


28 


138 
You soon arrive at another junction. Will you 
gO: 
North? 


Turnto 40 
South? Turnto 39 
Back East? Turmto 98 


139 
You walk South and the tunnel almost at once 
turns West. You walk West for a short while, and 
then follow the tunnel as it turns North. There 
is a tunnel on your left. Will you: 
Continue North? 
Try the way West? 


Turn to 117 
Turn to 7 





140 
As you move swiftly past the dead LAPE, more 
of them drop from the roof. You prepare for 
another fight, but then you realise that the 
others are eating the body of the first! Disgusted, 
you hurry on West, and the passage soon turns 
South. You follow the way South until you get to 
a junction. Will you: 
Try the new way East? 
Continue South? 


Turto 8:9 
Turnto 64 


141 
The way South turns East, and you walk East for 
a short distance, and then follow the tunnel as it 
turns North. Soon you see that there is a new 
way on your right. Will you: 
Try the way East? 
Continue North? 


Turn to 112 
Turmto 63 


142 
You both stand back, a little breathless. 

“Who are you?” Liamorra calls. “If you are a 
Dagraig I will fight you to the death!” 

You explain the purpose of your quest — to re- 
cover the pieces of the headstone, and bring the 
headstone back complete to K’alkith. She 
smiles: “My mission is the same,” she tells you, 


then asks, “How many pieces have you found?’ 
Can you answer: 


One? Turn to 128 
Two? Turn to 27 
None? Turnto 95 





143 
You are going North with a stone-built wall on 
your left, and you arrive at a junction. Will you: 


Continue North? Turn to 186 
Try the way East? Turn to 150 
Go back South? Turnto 2 
144 
You soon arrive at another junction. Will you 
now go: 
North? Turnto 19 
South? Turn to 183 





145 
Going South, you soon notice that there is what 
seems to be another stone door, on your right. 
Opposite, is a tunnel East. You examine the 
door, and see that there is a handle set in it. Will 


you now: 
Continue South? Turn to 70 
Try the handle? Turn to 109 
Take the tunnel East? Turn to 82 
Go back North? Turn to 126 


146 

Drawing back your arm, you hurl the stone with 
all your strength. There is a blinding flash of 
light as the stone strikes the door, and acrid 
smoke billows out into the passage. Coughing, 
you wave away the smoke, and as it gradually 
clears, you can just make out a faint bluish glow 
ahead of you. 

You walk cautiously through the charred 
remains of the door, and into a very small room. 
On the floor, at your feet, 1s a piece of marble, 
and it is this that 1s giving off the faint blue light. 

You are delighted — you have found one of the 
pieces of the headstone. You place it in your 
backpack: it is heavy, and will cost you | 
Strength point to carry it with you. 


30 


You quickly get out of the tiny room, crawl 
back out of the tunnel and get back to the 
junction. South, you can hear the sound of 
rushing water, and you go North. This time, 
when you reach the door on your left with the 
handle set in it, you decide to try pulling the 
handle to see what happens — turn to 109. 


147 
You are walking North. The mineworkings are 
in very poor repair, and again you have to 
struggle over rocks and under stalactites. How- 
ever, after a few minutes, you see that there is a 
tunnel to your right. Will you: 
Take the way East? 
Continue North? 


Turnto 89 
Turnto 62 


148 
The shield is magic and will give you extra 
protection in battle. Pleased with your find, you 
leave and continue West. Turn to 123. 


149 
After a short time, the passage West turns South, 
and you make your way through with some 
difficulty, until you see that there is a way to the 
East. Will you: 
Try the way East? 
Continue South? 


Turnto 83 
Turnto 85 


150 
Very soon you arrive at another junction. Will 
you now: 


Take the way North? Turto 3 

Continue East? Turnto 22 

Go back West? Turnto 73 
151 


The door opens and you walk into a small room. 
On the wall opposite you, is a row of shields. 


Will you: 
Try one? Turn to 50 
Leave and continue East? Turnto 88 


152 
You point your finger at the DULGETH, and 
chant the words taught to you by Nytrak. At 
once the DULGETH is completely enveloped 
by a dense black cloud, and you dash past, going 
East. Turn to 14. 


153 

As the HOGROB advances towards you, its 
cloak billowing and its eyes gleaming with evil 
and power, you call out the magic words that 
Nytrak showed you, back in K’alkith. At once a 
black cloud envelopes the HOGROB, and you 
hurry past — but even as you do so, one of its 
talons slices into your arm, and it screams in fury 
and triumph. 

You dash East, its screams fading quickly 
behind you, and stop to examine your wound. It 
is a deep gash in your sword-arm, and costs you 
4 Strength points. If you are still alive, you may 
look around further: there is an alcove in the 
wall on your left, and your attention is caught by 
a glow from something resting on a shelf in the 
niche. As you move closer, you see that the 
bluish glow emanates from a piece of marble: 
you have found one of the pieces of the 
headstone! You place it at once into your 
backpack. Its weight means that it will cost you | 
Strength point to carry, but it is well worth the 
effort, and you carry on East. 

You stop under an ornate archway; carved 
into the archway are the words “Labyrinth of 
the Lost’. You take a deep breath and walk 
under the archway. There is a tunnel immedi- 
ately to your left, or you could continue East. 


Will you: 
Try the way North? Turn to 156 
Go East? Turnto 6 





154 

You can see the walls caving in; pieces of rock 
shatter away from the roof. The cracks in the 
walls get bigger, and you try desperately to hold 
the walls apart as they threaten to crush you, 
using all your strength and concentration. But 
despite all your efforts, there is a sudden 
explosive collapse, and you are buried alive in 
the Mines of Malagus. Your quest is over. 


155 

You are going West, with the stone-built wall on 

your right. You very soon reach another junc- 
tion. Will you now: 

Take the way North? 
Continue West? 


Turnto 35 
Turn to 120 


156 
After walking a short distance North, you come 
to a junction. Will you: 
Continue North? 
Go East? 


Turnto 40 
Turmto 98 





157 

Tentatively, you try the key. The iron door 
grates open, and you move through. The 
passage runs North, but you carefully examine 
the East and South walls for any levers or hidden 
passages. The East wall appears to be natural 
rock, but the Southern wall is very smooth, and 
so you search carefully for any keyhole or 
handle. However, you find none, and so your 
only choice is to go North. Turn to 188. 


158 
The way West ends after a short distance, at a 
North-South junction. Will you now go: 
North? Turmnto 9 
South? Turn to 65 


31 


159 
You continue East without incident for a while. 
Then you notice that there is a passageway to 
your right. Will you: 
Try the new way South? 
Continue East? 


Turn to 168 
Turn to 175 


160 
You have gone only a short distance before you 
see anew way South. Will you: 


Take the way South? Turn to 161 
Continue West? Turn to 149 
161 
You go South safely, and arrive at a junction. 
Will you now go: 
East? Turn to 84 
West? Turn to 134 





162 
You cross over the stone bridge and continue 
North. You almost break a trip-wire, but notice 
it in the light from your lamp just in time to 
avoid breaking it. You step over it and then stop 
for a moment — behind you, you can_ hear 
stirring noises, and make out what looks like a 
shadowy figure moving. Fearing that the BRIM- 
GETH may have powers of rejuvenation, you 
head quickly on North, but soon notice a 
passage to your right. Will you: 
Try the way East? 
Continue North? 


Turnto 83 
Turn to 184 


163 
After walking a short distance East, you stop 
before an ornate archway. Carved into it are the 
words, “Farewell, Stranger.” However, there is 
also a tunnel to the North. Will you now: 


Go through the archway? Turn to 116 
Go back West? Turn to 72 
Go North? Turnto 48 


32 


164 

Your sword and shield at the ready, you 
approach the arch. You can see little in the 
darkness beyond, but the growling has now 
become a full-throated roar. You are facing a 
beast the size of a tiger, but the shape of a wolf. 
Its fangs are fearsome, its claws razor-sharp, and 
it circles you warily, eyeing your sword. 

There is no other way to go, and you realise 
that you are trapped with this terrible creature. 
It pads forward, and then moves back, ready to 
spring. You realise that unless you can get in a 
lucky blow with your sword, it will tear you to 
shreds. As you raise your shield, Nytrak’s words 
come back to you. This is the CROCOTTA. 
You whip the cord from your backpack and 
throw it. As the CROCOTTA springs, the cord 
catches its legs, and whips around its jaws. 

It falls in a snarling heap at your feet, and you 
are about to run out again when you realise that 
it has a collar, bearing the inscription: “The 
Stones of Power”. The studs in the collar are an 
unimpressive slate-grey, but you consider that 
they might be of use to you in your quest. You 
hold down the CROCOTTA’s head with your 
shield, pull out one of the studs, and pocket it. 
Swiftly, you take the cord of Nytrak, and run out 
again, North. Back at the junction, will you now 
gO: 

East? Turn to 144 

West? Turn to 25 


165 
As you lift the lid from the chest, a jet of choking 
gas catches you full in the face, and within 
seconds fills the room. You stagger back towards 
the door, blinded and coughing. Lose 4 
Strength points. If you are still alive, you push 
your way back out of the door again and into the 
passage, and get your breath back. You must 
now choose to go either East or West. Will you 
gO: 
East? Turnto 77 
West? Turn to 155 


166 
After walking only a short distance East, you see 
that there is a passage on your left. Will you: 
Try the new way North? Turnto 42 
Continue East? Turn to 172 


167 

Your magic shield will protect you in this battle 
and you will lose only 1 Strength point for each 
blow the LAPE scores. Your blows will cause 2 
Strength points of damage to the LAPE as usual. 

Dexterity Strength 
LAPE 9 10 

If you win, turn to 52. 


168 
Your lantern casts constantly-moving, threaten- 
ing shadows, but you continue South without 
incident for some way, stopping when you see 
that there is a passage on your left. Will you: 
Take the way East? Turn to 124 
Continue South? Turn to 65 


169 

You brace yourself, one hand against each wall, 
as they threaten to collapse in on you, and call 
out the magic words. It takes enormous strength 
and concentration, but the walls hold, and 
gradually the air becomes quiet again. You take 
a deep breath before walking on determinedly 
North. Turn to 181. 





170 
You go South for only a short distance before 
you see that there is a passage off to your left. 


Will you now: 
Take the way East? Turn to 163 
Continue South? Turmto 71 
Go back North? Turn to 193 





171 
You take out the two pieces of the headstone 
from your backpack and fit them together. As 
you walk East, towards the daylight, the blue 
glow from the marble intensifies, but as you 
watch, it slowly de-materialises. 

Only when all three pieces of the headstone 
are fitted together will it remain whole. You 
have failed in your quest — perhaps next time, 
you will be successful. 


33 


172 
You go East for some while, and stop when you 
see that there is a door on your right. The tunnel 
continues East, but also there is a _ passage 
directly opposite the door, due North. Will you: 


Continue East? Turn to 30 
Try the way North? Turn to 33 
Investigate the door? Turn to 114 


173 
You realise, as you walk warily down _ the 
passage, that the wall on your left has been built 
by hand from the stones of the mine itself. 
Continuing, you soon find a door on your left, 
set into the wall. Will you: 


Try to open the door? Turn to 44 
Continue East? Turn to 77 
Go back West? Turn to 155 


174 

You press on, despite the wailing, shrieking 
skulls all around you, and eventually they fade 
into the darkness behind. The passage turns 
South, and you follow it for some way. You 
notice that it 1s becoming colder, and as you 
continue it becomes colder still. Lose 3 Strength 
points as the icy air saps your energy. If you are 
still alive, you continue South until you see that 
there is a passage on your right. Will you now: 

Take the new way West? Turn to 158 

Continue South? Turn to 195 





175 

As you go East, you are aware of voices. Faint at 
first, they get gradually louder — laughing, 
shrieking and wailing. Your steps falter, and 
then from out of the blackness a gleaming skull 
swoops at you! In seconds the tunnel is filled 
with shrieking, wailing skulls, all swooping and 
diving at you. Roll 2 dice. If the total is less than 
your current Courage score, turn to 174. If the 
total is the same as, or greater than your current 
Courage score, turn to 41. 


34 


176 
Back out of the tunnel again, you may either go 
North — turn to 18 — or South — turn to 60. 


177 
The passage West very soon turns North, and 
you follow it for a long time. Although there are 
strange noises, and you are wary of every 
shadow, you encounter no dangers. Eventually, 
the passage turns East, and after only a short 
distance, your way is barred by an iron door. 

You put away your sword and look carefully at 
the door. There is a keyhole set in it — and then 
you notice, in a niche on your left, a small metal 
casket. Will you: 

Try to open the casket? 

Try charging the door? 


Turn to 131 
Turnto 24 





178 
You follow the passage East with the stone- 
built wall on your right, until the passage turns 
sharply South. You go South for a_ short 
distance, and arrive at a junction. Will you now 
go: 
East? Turn to 150 


Continue South? Turn to 2 
Back North? Turn to 186 





179 
The tunnel goes West for a short time, and then 
turns sharply South. After only a short distance, 
you see that there is a passage on your left. Will 


you: 
Continue South? Turnto 39 
Go back North? Turnto 40 
Try the way East? Turn to 98 
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Heading East, you soon find that the passage 

turns North, and after a short distance you see 

that there is a tunnel to your left. Will you: 
Continue North? Turn to 101 
Try the way West? Turn to 194 





181 


The passage soon ends at a junction, and you 
can see very little in either direction. However, 
you must make a choice. Will you go: 
East? Turn to 159 
West? 


Turnto 92 





182 

You examine the door for keyholes, but you can 
see none, and you can find no handles or levers 
either. You take two steps back, put up your 
shield and charge the door. It shatters, and as 
you stumble into the room a bolt of white light 
explodes in your face, blinding you for a 
moment. Lose 3 Strength points as you fall 
backwards in a heap on the floor. 

The young woman facing you draws back her 
hand and another bolt of light explodes beside 
you. 

“IT am Quorost the Immortal,’ she grates. 
“Have you brought me silver?” 

Have you got a Brooch of Silver? If so, turn to 
43. Otherwise turn to 96. 


183 
You go South. The passage is cold and damp, 
and even the light from your own lantern casts 
strange and fearful shadows. But soon you reach 
a junction, and now you may either: 
Go West 
Continue South 


Turn to 133 
Turn to 106 


35 


184 
The way North turns East after a short while, 
and so you continue that way. However, quite 
soon, you see that there is a new way South. Will 


you: 
Go South? Turn to 161 
Continue East? Turn to 191 





185 
You open the chest. Inscribed inside the lid are 
the words: 


“The Secret of Samson contained herein 
Conveys the power of an army of men.” 
Inside the chest is nothing but a very old piece 
of parchment, with some strange characters on 
it. 
You read — 
“Bri tereth atar beremith 
Y toth valadar chaolith.” 
You memorise the words. This Secret of Sam- 
son will be of value to you in your quest. You 
leave, back through the door you first came in. 


Will you now go: 
East? Turn to 77 
West? Turn to 155 





186 
The tunnel goes North, and then turns West. 
The stone-built wall is now on your left. You fol- 
low the tunnel until you come to another 
junction. Will you now: 


Go North? Turn to 198 
Continue West? Turnto 91 
Go back East? Turn to 178 


36 


187 
Very soon you arrive at another junction. The 
wall ahead of you is stone-built, and passages 
run East and West alongside it. Will you go: 
East? Turn to 178 
West? Turn to 91 





188 


There is a stone bridge ahead of you. You begin 
walking cautiously across, when a sudden move- 
ment from your right catches your attention. 
Instinctively, you duck and wheel, ready for 
battle, but this is no ordinary opponent. As you 
take up your fighting stance, your shield weav- 
ing and your sword at the ready, you see that fac- 
ing you, impassively, is a BRIMGETH. 

The BRIMGETHs are famous warriors, and 
you have time to note the gleaming, ornate 
sword that he leans on. He raises his sword in a 
kind of salute, and as he faces you across the 
bridge, you can see his fine shield and battleaxe. 
There is a flash of light as the blade whistles at 
you, and you parry the blow with your own 
shield only just in time. You drive in a straight 
thrust with your sword, but the BRIMGETH 
evades it easily. 

You are well-matched, and this will be a 
tough fight. If you wish to use the Light of 
Darkness here, turn to 11. Otherwise, you close 
in battle. 


Dexterity Strength 
BRIMGETH 11 16 
If you survive this terrible battle, turn to 103. 
189 


You push your way East through the ruined 
mine, and find that you are making good 
progress. You stop when you realise that there is 
a tunnel on your right. You walk a few paces 
down. There is a strange feeling in the air, and 
even the air itself tastes bad. If you wish to take 
the tunnel South, turn to 5. If you would rather 
continue East, turn to 159. 





190 

The rock door slides open slowly, making a 
harsh grating noise, and you step through into a 
passage facing West. Immediately, the door 
shuts again behind you. There are no handles or 
levers on this side, so you cannot go back now. 
You walk cautiously West, your lantern throw- 
ing strange shadows, then stop as you hear an 
odd tapping noise from ahead of you. 

Into the dim lamplight a_ strange figure 
emerges. It is only half a man, having half a face, 
half a body, one leg and one arm. It is a NASNA, 
and carries in its one hand a _ vicious-looking 
dagger. It moves with great skill on its single leg, 
and you draw your sword. As you do so, a second 
NASNA appears. The first NASNA was the left 
side of a man, and now it is joined by a right- 
sided one. The second NASNA is holding a 
powerful meat-hook, about a foot in _ length. 
They close on either side of you and your battle 
begins. Fight the two NASNAs as one creature. 

Dexterity Strength 
NASNAs 10 8 
If you defeat them, turn to 57. 





191 
Continuing, you see another way South. But you 
could still press on Eastwards. Will you: 
Try the way South? Turn to 86 
Continue East? Turn to 189 


38 


192 
As you continue North, you find the floor of the 
passage becoming slippery and_ treacherous. 
Although you try to tread warily, you lose your 
footing and slip. As you struggle to your feet you 
feel yourself becoming dizzy. You try taking a 
few deep breaths, but to no avail — the air is stale 
and bad. Roll 2 dice. If the total is less than your 
current Courage score, turn to 20. If the total is 
greater than or the same as your current 
Courage score, turn to 136. 





193 
At the next junction, will you go: 
East? Turn to 197 
West? Turn to 37 
194 
At the next junction, will you: 
Try the new way North? Turn to 3 
Continue West? Turn to 73 


195 

You follow the passage South for some way 
further. The passage eventually turns West and 
you continue until you reach a junction, with a 
passage leading off to the North. However, you 
notice a large wooden door on _ your left. 
Studying it more carefully, you discover that 
there are three rows of thirteen keyholes in the 
door. Will you now: 


Investigate the door further? Turn to 114 

Continue West? Turn to 196 

Take the passage North? Turn to 33 
196 


You follow the passage cautiously for some time 
until you see a passage off to the North. Will 
you: 
Take the new passage North? 
Continue West? 


Turn to 42 
Turn to 99 
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The tunnel continues East, then turns sharply 
South. You follow the way South for only a short 
distance before you reach a junction. On your 
left is an archway, inscribed with the words 
“Farewell, Stranger”, and on your right is a 
passage West. Will you: 

Go East, under the archway? 

Go West? 


Turn to 116 
Turnto 72 


198 
You very soon find yourself facing a rock wall. 
There are passages to the left and right, or you 
could go back South and try another way. Will 


you: 
Go East? Turn to 4 
Go West? Turn to 179 
Go back South? Turn to 187 


199 
Nytrak opens the door to you, and takes the 
headstone. 

“We cannot thank you enough, Stranger,” he 
says. “You are the first ever to survive the perils 
of the Mines of Malagus. I shall replace the 
headstone at the grave of Kaokah, and our 
village will no longer live in fear of the 
Dagraigs.” 

He hands you a heavy leather bag. “There are 
a hundred gold pieces in there,” he tells you. “It 
is a small reward for your great achievement. 
And you are welcome to stay in our village for as 
long as you wish.” Turn to 200. 
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200 
You thank Nytrak for the gold, and make your 
way back to the tavern, smiling to yourself in 
spite of your injuries and weariness. You decide 
that you will order the finest meal that the 
landlord can provide, and stay, for a while at 
least — until you set forth on a new quest. 


‘ 
Vi 
4 
af 
oes 
a 
z 
* 
‘ 
z 
' 
a rik 
; 
i 


ee eee re aoe 


Pe ge ge ee, ee ee ee ee ee ee ee eee 


a a a a a a a a 2a 
} PROTEUS was an ancient Greek God who JN 








future, so you can see our scope for adventures is 
. endless. 

If you have any comments on the magazine, \ 
ideas for adventures or drawings, please write to 
\ Proteus, IPC Magazines Ltd., Westover House, k 
. West Quay Road, Poole, Dorset BH15 1JG. Tel. 
) 0202 671191, ext 259. 
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Fantasy Miniatures 


PO Box 276 Cambridgeshire Telephone (0945) 581582 


BUY YOUR FANTASY FIGURES SUPERBLY PAINTED 
IN FULL COLOUR 
We can supply all your 25mm painted figures from a single qnome to a complete walled town. 


‘ALL PRECISELY AUTHENTICATED BY TALENTED ARTISTS’ using figures from all the major manufacturers: Citadel, 
Grenadier, Asgard, Essex, Minifig, etc. 


Example 
Gnome 


B1 Fighter with Axe Price Code A 

BS Noble Warrior 

Dwarves Juggemeut C/'W Crew (4 figures) 
B12 King 


Goblins B13 Woltrder CW Wolf 
) S7 Complete Goblin Army (60 figures) 
Ores BS Warrior C/W Club 
Skeleton Warriors B& Warrior with Battle Ave 

S2 Undead War Elephant C/'W Crew 
Monsters Creatures B23 Golgoth Lord of Balrogs 

B31 Emperor Dragon 


= 7 
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Prices listed include the cost of the figure, painting, authentic 
basing scenically textured and varnished for protection in matt 
or gloss varnish. 


PANTASY is our name, ‘PAILTED UIHIATURES is our game. 


% Please send £2 for a painted sample and our 40 page catalogue to: *% 


FANTASY MINIATURES, PO BOX 26, WISBECH, CAMBS 


sie 


7 Waverley Place 
Worksop, Notts. 
Tel: ( ) 476128 









7 Stockists of: 

DUNGEONS & DRAGONS, TRAVELLER, 
RUNEQUEST, LARGE SELECTION OF 
BOARD GAMES, WAR GAMES FROM 

AVALON HILL, TSR, PLUS CITADEL 
AND GRENADIER FIGURES. 


66 GEORGE STREET, HULL 
TEL: 0482 24910 
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et) 3-D MODEL DUNGEON ROOMS, Ac= 

. PASSAGES, ACCESSORIES TO 
} BRING YOUR ADVENTURES ONE STEP 

CLOSER T0 REALITY! 

NEW SCI-FI RANGE OUT NOW! 

For détails send $4.6. lo Pag d 

TORCHLIGHT (Dept P) AA re 
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MAKERS OF 25mm FANTASY “ 


5S.F., GOTHIC HORROR, 
MINIATURES FOR ANY 
ROLE PLAYING GAMES 
SEND S.A.E. FOR 
FULL LISTINGS. 
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_ Somewhere, on the other side of your imagination . . . 
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...1S8 a world where magic really works, werewolves lurk in lonely 
forests, fell magicians plot in ruined towers, dragons roam the skies 
and ghosts stalk empty graveyards. You have your wits and a sword... 


...and a role-playing game. 


If you have ever read a book or This is what the DUNGEONS & There is your imagination, guided 
seen a film and thought ‘I wouldn't DRAGONS® game ts about. You by the rules, a few dice, pencils and 
do that!’ when the hero does take on the part of a character in a paper. There are no limits to what 
something stupid, then role-playing fantasy world. This character you or the other players may 
games are for you. Imagine a story might be a dauntless fighter, a attempt. You don’t move a 
where you can make decisions and crafty thief or a skilful wizard counter round a board — 
change the outcome, a story where — or even a dwarf, elf your character has 

you are the hero or heroine... or halfling! exciting adventures in 


a world as fantastic 
TSR’s DUNGEONS & DRAGONS Basic Set as you want it to be. 
contains everything that you need to free your 
imagination and start playing. Within 20 minutes 
you ll be on a quest. 


TSR UK Lid 

The Mill e 
Rathmore Road 

CAMBRIDGE CB! 4AD 

Telephone: Cambridge (0223) 212517 





DUNGEONS & DRAGONS is a trademark owned by TSR Inc. 
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THE COMPLETE FANTASY ROLE-PLAYING GAME 
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With ite great cassette tape, side an eyo £9. 95 ( postage free) 
to Rule Book and Components, side D, A Urea | 
Solo Adventure “A MATTER OF HONOUR 


ie nd i sf audio tapes has — ee 
5 fresh approach to role-playing and its use o es ha , , Th Ball d f 
eeu: aon t many fans. For those tired of the same boring old DRAGONROAR e Dallad O 


: —— Adventure ——_ ? ting . oe 
sters, players are given the chance to pit their strength against oe Ski ir . A 2 | 
paexgesncleel hick-skinned manelephants and deadly 1) | a 9 l 
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squamous killer penguins, t 


: warhedgehogs. Party mini adventure. Mad poets, frantic 


brothers and crusty old wizards lead to 
adventure, honour, despair and duels. 
Picking up where “Kalonth Dive” left off, 
this party adventure begins in the Goat and 
Flag in Kalonth. 


£2.95 (postage free) 


Warhedgehog 








